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Entrepreneurial Research

 Non-cognitive entrepreneurial skills

 Defined as patterns of thoughts, feelings and 

behaviors

TEAMWORK, INTERPERSONAL SKILLS, COMMUNICATION

Cognitive entrepreneurial skills

 Defined as skills for action: 

PLANNING, CRITICAL THINKING, IDEA GENERATION



Tinker. Explore. Create.



Overview & Objectives

 Designed for Grades 3-5

 A curriculum to support a makerspace in a box

 Based on Stanford Design School’s Intro to 

Design Thinking

 Increase awareness of entrepreneur traits and 

skills



TEC Box Bingo

Circulate throughout the 
room and talk to others.  Ask 
others if they fit the 
description of the box.  If so, 
ask the person to sign or 
initial the box and give them 
a “high five” and continue 
until someone has a 
blackout.

TEC BOX Bingo Card



Design Thinking

Supplies Needed:

• Pencil

• Scenario Cards

• Page 4 of Youth 
Workbook



Dig Deeper

Dig Deeper into why the 
person feels the way that 
they do.  Put yourself “in the 
shoes” of your customer.



Brainstorm & Team 

Ideas

1) Brainstorm 

Individually

2) Meet with your group 

to:

1) Share your 
brainstorms

2) Narrow down your 
ideas to top 3



Sum It Up!

Do you think feeling empathy for 

your customer made 

developing a product for them 

easier?

How could you use active 

listening to better understand a 

friend?

By really listening, did you feel empathy 

for your customer?

Which question do you think helped you 

understand your customer the best?



Customer 

Feedback

Ask 3 people that 

aren’t on your team 

to give you feedback 

about your team’s 3 

product ideas.

Use page 6 in youth 

workbook for question 

suggestions.



TEC Box Outcomes

 78% of youth that participated agreed or strongly agreed that 

they like to solve problems. 

 81% agreed or strongly agreed that once they start something, 

they continue on until it’s completed.  

 As a result of the program, 85% of surveyed youth (n=20) 

indicated they have the ability to be an entrepreneur. 

 70% don’t mind taking risks and 75% are able to come up with 

creative ideas to solve problems.  

 One student noted, [the most important thing I learned from 

TEC Box is] to have empathy for everyone.” Another stated, 

“anyone can be an entrepreneur.”
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